AGH OF ADVENTURE 


Ali Baba and the Forty Thieves and The Return of Heracles , two classic adventure games, let you spend 
hours in heroic pursuits in distant lands. In Ali Baba (on side 1), you wander through a labyrinth of 
passageways searching for treasures and a kidnapped princess. In The Return of Heracles (on side 2), 
you take on the role of ancient Greek heroes and endeavor to complete twelve tasks assigned by Zeus. 


GETTING STARTED 


COMMODORE 64/128 APPLE ATARI 
lf you plan to use a joystick, Put the Age of Adventure disk in — Plug your joystick into port 1 and 
plug it into port 1. Put your drive 1 with the game you want remove all cartridges. Turn on 
Age of Adventure disk to play facing up. Close the disk —_ the disk drive. When the busy light 
in drive 1, with the game drive door and turn on your goes out, insert the Age of 
you want to play facing up. computer and monitor. The | Adventure disk in the drive, with 
Turn on your computer and — game starts automatically. the game you want to play facing 
monitor, and type LOAD up. Close the disk drive door 
"EA",8,1 . In a moment, the and turn on your monitor and 
title screen appears. Follow the computer. (Atari XL and XE 
onscreen prompts to select owners: when you turn on 
keyboard or joystick mode, ; the computer, hold down the 
and to start anew game. If you OPTION key until the Electronic 
plan to save your game, be sure _ Arts logo appears.) The game 
to have a blank, formatted disk starts automatically. (While loading 
on hand before you begin the game. Return of Heracles, you are asked 


to "Press Y if this is an old CTIA 
Atari." If you own one of the very 
first Atari home computers, 
press Y for Yes). 
CONTROLLING MOVEMENT 
When you first start the game, you are in the Move mode. You can move around the screen using the 
joystick or these cursor control keys—the four Arrow keys or | (up), M (down), J (left), and K (right). Note: 
lf you are displaying a menu and nothing is highlighted, you are in the Move mode. To start selecting 
another option, press the Joystick Button or RETURN. An option is now highlighted on the screen. 


CONTROLLING OTHER ACTIONS 
To select other options such as Attack and Defend, use the joystick or the cursor control keys to highlight 
the option you want. Then press the Joystick Button or RETURN to ane! that option. Note: The Space 
Bar and RETURN can be used interchangeably. 
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ALI BABA AND THE FORTY THIEVES 


THE STORY OF ALI BABA 
Red shone the dawning sun over the dominion of Sultan Shahriar. Ali Baba woke up and peered out at the 
glowing orange sun. As he emerged from his tent, the hot yellow sun baked the road. At the palace, the 
Sultan was shouting, "The Princess Buddir al-Buddoor has been kidnapped!" 


After spreading the news, Ali Baba began his search for the princess. Sometimes hiding in green 
vegetation, sometimes running for his life, he survived numerous perils and found his way into the depths 
of the mountain, where he found the princess. 


The sky was still blue as they burst into the outer world. Deep violet clouds concealed their approach to 
town. When the Sultan heard of the rescue, he richly rewarded our hero. 


PLAYING THE GAME 

Starting a Game When the Ali Baba title screen appears, press the Space Bar on the Apple or C64 (or 
the Start key on the Atari) to begin. The program asks you to choose the keyboard or joystick. Press the 
Space Bar for Keyboard or the Joystick Button for Joystick. Highlight Begin a New Game by using the 
Arrow keys or pushing the joystick up; then press RETURN. 


To continue a game previously saved on a separate disk, highlight the Up or Down Arrow after Continue 
Game Number and press the button or RETURN until the desired game number appears. Then highlight 
Continue Game Number, press the button or RETURN, and follow the instructions on the screen. 


Main Game Options As you start your adventure, Ali Baba's house appears, with the main option menu 
below. You can move around the screen (since you are in the Move mode), or you can select another 
option on the menu. In some cases, this moves you to a submenu. If you are on a submenu, you must 
select Move one or more times to return to the Move mode. 


You can select Defend or Attack at any time during the first half of your move. As soon as you move half 
of the distance allotted to you, the Defend and Attack options are no longer available. If you select 
Defend, your character adopts a defensive position, which reduces your chances of being struck by an 
enemy. Choosing Attack presents four attack directions and a defend option. 


Rest is available if your character is wounded and is not too close to a foe. A character has a 50% chance 
of recuperating after a rest. A character who is severely wounded must rest several times to regain full 
strength. See Your Lot displays your character's life force, wealth, armor, strength, speed, dexterity, and 
weapon capability. Pressing any key allows you to exit See Your Lot and select your next move. Other 
Options moves you to the next submenu. 


Dropping Gold and Armor; Retiring and Adding Players When you move to the first Ali Baba 
submenu, you can select additional game options. Drop Gold and Drop Armor increase your dexterity. 
Dropped armor cannot be recovered. You must specify how much gold you drop; dropped gold can often 
be picked up later. The Retire option removes a character from the game, but doesn't save or end the 
game. You can later reinstate the character if you wish. 


Add Player lets you add a character. Highlight the Up or Down Arrow and press the Joystick Button or 
Return to scroll through the characters. When you find the character you want, highlight his name and 
select. You can add the character To This Room or To Ali Baba's Home. To add To Ali Baba's Home, 
highlight To This Room and press the Joystick Button or Return. When the desired character and location 
are displayed, select Move. You can add as many characters as you wish and resurrect dead characters. 
The game does not end until all characters in a party are killed. 


Changing Difficulty and Sound Selecting Other Options on the main menu and the first submenu 
gives you another submenu where you can change Game Speed and Danger. The higher the Speed value, 
the faster the game moves. The higher the Danger value, the more enemies you encounter. If you want to 
play the game in silence, select Sound is On. (This option is not available on the Atari or C64.) After 
turning off the sound, the option changes to Sound is Off. When the desired Speed, Sound, and Danger 
values are displayed, select Move. | 


Saving The Game To save the current game, select Save Game. Then select one of 16 game slots in 
which to save the game. Highlight Save Game and select; then follow the instructions on the screen. On 
the Atari or C64, insert a formatted disk when you are prompted (your Atari or C64 manual tells you how to 
format) and follow the onscreen prompts. On the Apple, insert a formatted disk or ask Ali Baba to format a 
disk for you (erasing anything previously stored on it). To cancel the save procedure, select Move from 
the Save submenu or Cancel Request from the Format menu. 


MOVEMENT 
You can continue moving until you: 


¢ Move onto any object, such as a wall (but not an illusion). — 

¢ Move out of a room. 

¢ Move to any position where your neighboring enemies' strength exceeds half your own. A nearby 
enemy that is down on the ground stops you. 

¢ Move onto any conscious enemy. 

¢ Move the number of spaces that is your full running speed. 

¢ Select the Stop option. 


Each character has his own running speed. However, if you are in hand-to-hand combat with an enemy 
(that is, you both occupy the same spot), you cannot move at all or move one space at most. If you are 
next to a strong enemy, you cannot retreat more than one space. If you move more than half your running 
speed, the game assumes that you are running and doesn't allow you to attack or defend. 
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FIGHTING 
Your success in wrestling depends on your strength. The force of a weapon blow depends on your 
weapon's power, your strength, and luck. Never hesitate to run away if it appears you'll be the loser ina 
fight. Dropping gold sometimes helps you make your getaway. 


TRADING 
When you move into a trading outpost, you can purchase weapons or armor. Each character carries two 
weapons—a dagger or similar weapon for hand-to-hand combat, and a sword, club, or axe for combat with 
a neighboring enemy: Select Pay (Price) For (Weapon/Armor) to buy the indicated object. If you have 
enough gold, you can buy the object. Your purchase replaces your current armor or weapon. Select Buy 
Something Else to see what else the trader has for sale, or select No Sale. 


PLACES AND OBJECTS 
When you first look at things around you, their names appear before you. Once the names are displayed 
several times, you see them no more. 


Always draw maps so you can learn about Ali Baba's world. Read all the runes you find. (Runes are 
screens that provide hints.) Their advice is usually worth the risk. Runes might disappear after you read 
them, sometimes with a fiery flash. 


Don't try to cross solid walls or the borders of the land. Some speckled walls can be destroyed by 
attacking them or running into them repeatedly. Open doors look like rounded passages or gaps in the 
wall. Rounded passages with Z-shaped timbers must be bashed open. After you move through a door, 
you might not be able to return the way you came. Doors often slam shut after being opened. Some doors 
are invisible too. 


After you enter the mountain, foes and traps become more dangerous. Treasure is usually guarded by 
monsters or traps. You can buy valuable weapons and armor with it, but heavy loads slow you down. 
There is also a magic pool from which you can drink to increase your strength and dexterity. 


Some statues are too solid to destroy; others can be toppled and smashed to bits by charging or 
attacking them. A few creatures can stand perfectly still and look like statues. And there are illusions, 
which you can walk through without damage or hindrance. Many illusions dissolve as soon as they are 
touched. Valuables are often hidden beneath illusions. For example, one illusion of a statue conceals a 
treasure. If you run through the statue and then back, you can claim the treasure. 


PLAYERS 


Here is a description of the Sultan's elite corps of warriors (which consists of humans, elves, halflings, 
and dwarves) and the other players in the game (other humans and monsters). 


The Sultan's Elite Corps 

Humans have a good overall dexterity and strength. Their average running speed is 8. Most humans are 
well trained in the use of the sword, but they are less powerful using their dagger in hand-to-hand combat. 
Abou Hassan is the only human with armor. He is considerably more dangerous with sword than 
dagger. 
Bairam Medio, an average human, is a good man to have around. 
Haroud El-Large is the strongest human. His bulk makes him slow and clumsy. 
Scheherazade is skillful and can outrun other humans and many other foes. 


Elves have an average speed of 10. They are weaker but more skilled than humans. 
Celegorm is an average elf in all ways. 
Curufin uses chain mail. It slows him down but absorbs 3 points of damage from each blow. 
Huan is the largest of the elves but also the slowest and clumsiest. His dagger is even more dangerous 
than his rapier, and he is strong in hand-to-hand battle. 
Luthien can outdistance any other member of the elite corps. She is dextrous but weak. 


Halflings are small but hardy creatures. They are difficult to strike and can endure many blows before 
they weaken. 
Cinder is moderately skillful, even with her armor, although she is as slow as a dwarf. She does well- 
remembered damage with her weapons. ; 
Eldo is very dextrous but very weak. With no armor, he depends on his small size to avoid blows. 
Merrywater is an average halfling who wears no armor and can keep up with humans. Because of her 
low strength, she is most useful attacking a neighboring enemy who is wrestling one of her friends. 
Stilbo wears light armor. He is stronger than other halflings, and his weapons deal powerful blows. 


Dwarves are short and powerful. However, their dexterity is low, and their running speed is about 6. 
Jatte is the Sultan's strongest warrior. Only a few players can outwrestle him. 
Og is of average strength and skill. He wears medium-strength armor which slows him down slightly. 
Thora moves at standard dwarf speed, even with her light armor. She is quite strong and coordinated. 
Ulva wears heavy armor. She is the slowest of the elite corps, but can land ferocious blows. 


Other Players 
Other Humans not in the elite corps include these: 
Ali Baba is very dextrous, moderately strong, wears no armor, and moves at normal human speed. 


Abdalla is not very powerful or skilled. He is a much better fighter than Ali Baba, but is no more 
damaging than a weak halfling. 


Morgiana is more skilled than any elite corpsman. She is as difficult to hit as an elf or halfling. 
Princess Buddir Al-Buddoor is quite agile but frail. She needs protection from all attacks. 
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Monsters vary in species and behavior. Some fight for you. Some run for the nearest door. Most fight 
anyone not of their own species. 
Bears are strong and not easily killed. Their blows are powerful, especially in hand-to-paw combat. 
Bulls are unfriendly and strong (especially those with the Minotaur's blood). They are best avoided or 
battled with a sword. 
The Crab pines for the seashore and blames others for its imprisonment. The crab waddles slowly 
sideways. : | 
Dragons are very powerful. Not all dragons attack others; some are an invaluable aid. 
Felines (tigers, lions, and jackals) are fast, dextrous, and difficult to hit, except for the larger lion. The 
tiger is the most skillful, but the lion is the most damaging when it attacks. 
Greasies include the Blob, the Slime, and the Oozing Stenchbeast. They are large, powerful occupants 
of the underground, known for their destruction of other creatures and their slow, messy propulsion. 
Owls flee for the nearest exit whenever they see a warrior. They know all secret passages and might 
lead you through illusions to invisible doors. 
The Ram has horns that are more dangerous than his trampling hooves. 
Rats are weak and slow. The ones that dwell deeper in the mountain are worse than the others. 
Scorpions are slow, but their poison can be deadly. They have only fair strength and dexterity and can 
often be eliminated before they strike. : 
Statues are all immobile. Some attack anything in range. 
The Succubus is a spirit who is not especially strong nor fast. In close contact, her touch is deadly. 
Swords cannot be directly controlled and usually act as guards for special entrances or treasure. Most 
are ineffective at short range, and can be destroyed if you can get on top of them. The Bane of Thieves is 
the only sword capable of movement on its own. 
Unicorns are friendly to the forces of good. They are extremely skilled and difficult to hit. 
Wanderers are machines that move aimlessly and attack anything within reach. The three models of 
wanderers, Sun Wanderer, Earth Wanderer, and Sky Wanderer, differ in speed but not intelligence. 
The Wolf is a fast, skillful fighter who is unfriendly to all other creatures. 
Zombies usually guard treasure. They are very slow and clumsy, but can be deadly. 


THE RETURN OF HERACLES 


INTRODUCTION TO YOUR MISSION 
In The Return of Heracles, each player takes the role of one or more ancient Greek heroes. The heroes 
travel through the world of mythic Greece, earning fame and fortune, fighting strange beasts, and trying to 
satisfy the demands of Zeus, powerful father of heaven. , 


The game displays portions of Greece with specific locations (such as temples) marked. If you land on 
these locations, you can get information and advice. The Oracle of Zeus is the only place to discover the 
game's tasks: Heroes must travel to the oracle and approach the sacred tree, where one of the twelve 
tasks is revealed. Zeus gives little information on how to accomplish the tasks, but the Oracle of Delphi 
can help. (NOTE: An overview map of Greece appears below.) 


6 


A single player can control many heroes, who work together as a team. Additional heroes are 
encountered during the game and can be added to a party at any time, but dead heroes cannot be 
reincarnated. The game's "camera" follows the currently active player into whatever room or map area he 
visits. This allows heroes to split up and work on two or more tasks in parallel. 
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PLAYING THE GAME 


Starting a Game When The Return of Heracles title screen appears, you have two choices: 

¢ To immediately start a new game using the standard game options, press RETURN on the Apple, START on 
the Atari, or F7 on the C64. 

To change game options (for example, to use the keyboard or to continue a game saved on a separate 
disk), press the SPACE BAR on the Apple, SELECT on the Atari, or F1 on the C64.. See instructions on 
the bottom of the Options screen on how to select your choices. If you choose Continue Game, insert 
your game disk and follow the additional instructions that appear. When you're finished, press RETURN 
or START to begin game (F7 on the C64). 


Next you are asked to select the hero you want to be. Highlight Add Someone Else. Press the Joystick 
Button or Return until the hero you want is displayed. Then highlight the name you want and press the 
Joystick Button or Return to begin. 


Moving, Resting, and Checking Your Status At the beginning of your turn, the main game menu 
appears. You can move around the screen (since you are in the Move mode) or you can select another 
option on the menu. In some cases, this moves you to a submenu. If you are on a submenu, you must 
select Move one or more times to return to the Move mode. 
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To restore your vigor when wounded, Rest before you move. When you move as far as your speed 
permits or you select the Stop option, your turn ends. You can select Know Thyself at any time during 
your turn to get a full description of your status. 


Attacking and Defending You can select Defend only before you have moved more than half your 
speed. You can select Attack only when you are close to an enemy, have an appropriate weapon, and 
have not moved over half your speed. If there is a choice of enemies, you must select which foe to 
attack. You cannot attack a neighboring enemy while you are wrestling another opponent. 


Dropping Armor and Gold To increase your dexterity, Drop Armor before you move. This also 
increases the likelihood of being injured when attacked. You cannot pick up armor that has been 
discarded. | 


To restore your speed, Drop Gold before you move. Any amount can be discarded and is usually 
preserved (minus a few drachmae) on the spot. To transfer gold to another member of your party, drop it 
and let your team member pick it up. Also, you can drop gold near your enemy, in hopes that he picks it up 
instead of attacking you, giving you another turn to escape. 


Saving and Resuming Games Each time a hero gets his turn, you can choose Save Game before 
moving. (You can continue to play the game after saving it.) Follow the instructions on the screen. When 
prompted, insert your own floppy disk on which to save the game; the disk need not be formatted. Any 
information already on the disk is erased and your game is saved. (Up to nine games can be saved on 
each disk.) To resume a saved game, reinsert the Return of Heracles disk and follow the instructions on 
the screen. 


Adding and Deleting Characters; Changing Speed and Sound The Add Player option permits 
you to add other heroes. You can choose the keyboard or any joystick to control a new hero. Each hero 
you add appears in a predetermined location. In Return of Heracles, all heroes must be in a single spot in 
order to work as a unit. If you add three heroes, they might all start in different locations and have to fight 
their way to the rendezvous point that you select. Once together, they'll travel as a group. 


lf you wish to relinquish control of one of your heroes, you can choose to have him Desert. A deserting 
hero remains in play, acting on his own with no human control, until he escapes from the currently 
displayed room or map area. 


The Monster Speed option allows you to change the speed of the creatures not controlled by players 
(monsters). This simply allows you to play a faster or slower game. Similarly, Message Speed displays 
and clears messages more rapidly or slowly, but does not affect the strategic play of the game. To turn 
sound off, select Sound is On. Sound is Off is now displayed. 


MOVEMENT 
A hero's speed determines how many spaces he can run over unobstructed terrain in a single turn. 
Movement can be restricted by the presence of enemies on or near a hero's spot, or by moving through 
doors or running into objects. Movement is slowed if a hero is carrying gold. A hero moving half or less of 
his adjusted speed can choose to attack (if appropriate) or defend. A defending hero is harder to hit than 
an attacking one. 


BATTLE 
When the hero hits his foe, his strike force equals his weapon power (as given in the Know Thyself option). 


Some hits are critical, slipping past the armor of a protected foe or doing up to 10 additional points of 
damage to an unarmored enemy. The force of a blow is reduced by the foe's armor rating. If an attack 
succeeds in piercing the foe's armor and the hero's weapon is poisoned, it inflicts up to 8 additional points 
of damage. 


To fight in hand-to-hand combat, your hero must move onto the opponent's space. This is easy to do 
when the foe is already wrestling, resting, or unconscious. Your hero has a 50% chance of tackling one or 
more standing foes whose combined strength equals his own. 


TRADING 
When a hero moves onto a store or a trading outpost, he can exchange money for goods or services. 


Most places offer either weapons or armor. 


Some stores specialize in enchanting or poisoning weapons and armor. Enchanting a weapon or armor 
never decreases a hero's dexterity or special training, but it is often quite expensive. Poison is less 
expensive, but its effects are not lasting. (Poison wears off one out of three times that a blow is struck.) 


A few locations offer training for those with gold. Elis on the Peloponnesus has a training center where 
your hero can increase dexterity, strength, and weapon skills. On Mount Pelion, Cheiron the centaur 
offers valuable defense tactics and strength and dexterity courses. In the Port of Piraeus near Athens, 
heroes can also brush up on their weapon skills. 


SCORING 
Zeus tells you how well you are doing each time you complete one of his tasks. Each task is worth a 
certain number of points. Completing all twelve tasks earns you 5200 points. You earn a bonus by 
completing a mission with the loss of fewer than two heroes. If you suffer no losses, your bonus is 200 
points; if you lose only one hero, your bonus is 100 points. You are also awarded one extra point for each 
turn less than 200 that it takes you to accomplish the task. You can approach a score of 10,000 points 
and receive various garlands as rewards. 


CREDITS 
Software: Ali Baba ©1981, 1982, 1983, 1984, 1985, 1986, Stuart Smith. Return of Heracles © 1983, 
1984, 1985, 1986, Stuart Smith. 
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LIMITED WARRANTY 

Limited Warranty. Electronic Arts ("EA") provides to the original purchaser of the computer software product, for a period of 
ninety (90) days from the date of original purchase (the "Warranty Period”), the following limited warranties: 

Media: EA warrants that, under normal use, the magnetic media and the packaging provided with it are free from defects in 
materials and workmanship. 

Software: EA warrants that the software, as originally purchased, will perform substantially in conformance with the 
specifications set forth in the packaging and in the user manual. 

Warranty Information. If you are having any problems with the product, we are happy to help. Please address all 
correspondence to Electronic Arts, 1820 Gateway Drive, San Mateo, California 94404. Or call us at (415) 572-ARTS. 

Warranty Claims. To make a warranty claim under this limited warranty, please return the product to the point of purchase, 
accompanied by proof of purchase, a statement of the defect, and your name and return address. To replace defective 
media after expiration of the Warranty Period, send the product, in protective packaging, postage prepaid, to Electronic Arts, 
at the above address, enclosing proof of purchase, a statement of the defect, your name and return address, and a check for 
$7.50. EA or its authorized dealer will, at its option, repair or replace the product, and return it to you, postage prepaid, or 
issue you with a credit equal to the purchase price. THE FOREGOING STATES THE PURCHASER'S SOLE AND EXCLUSIVE 
REMEDY FOR ANY BREACH OF WARRANTY WITH RESPECT TO THE SOFTWARE PRODUCT. 

Warranty Exclusions. EA EXPRESSLY DISCLAIMS ANY IMPLIED WARRANTIES WITH RESPECT TO THE MEDIA AND 
THE SOFTWARE, INCLUDING WARRANTIES OF MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. ANY 
WARRANTIES IMPLIED BY LAW ARE LIMITED IN DURATION TO THE WARRANTY PERIOD. SOME STATES DO NOT 
ALLOW LIMITATIONS ON THE DURATION OF AN IMPLIED WARRANTY, SO THE ABOVE LIMITATION MAY NOT APPLY TO 
YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS. YOU MAY ALSO HAVE OTHER RIGHTS WHICH VARY 
FROM STATE TO STATE. 


LIMITATIONS ON DAMAGES 

EA SHALL NOT IN ANY CASE BE LIABLE FOR INCIDENTAL, CONSEQUENTIAL OR OTHER INDIRECT DAMAGES ARISING 
FROM ANY CLAIM UNDER THIS AGREEMENT, EVEN IF EA OR ITS AGENTS HAVE BEEN ADVISED OF THE POSSIBLITY 
OF SUCH DAMAGES. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 

APPLE COMPUTER, INC. MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, REGARDING THE ENCLOSED 
COMPUTER SOFTWARE PACKAGE, ITS MERCHANTIBILITY OR ITS FITNESS FOR ANY PARTICULAR PURPOSE. THE 
EXCLUSION OF IMPLIED WARRANTIES IS NOT PERMITTED BY SOME STATES. THE ABOVE EXCLUSION MAY NOT 
APPLY TO YOU. THIS WARRANTY PROVIDES YOU WITH SPECIFIC LEGAL RIGHTS. THERE MAY BE OTHER RIGHTS 
THAT YOU MAY HAVE WHICH VARY FROM STATE TO STATE. 


NOTICE 

ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT DESCRIBED IN THIS MANUAL AT 
ANY TIME AND WITHOUT NOTICE. 

THIS MANUAL, AND THE SOFTWARE DESCRIBED IN THIS MANUAL, IS COPYRIGHTED. ALL RIGHTS ARE RESERVED. NO 
PART OF THIS MANUAL OR THE DESCRIBED SOFTWARE MAY BE COPIED, REPRODUCED, TRANSLATED OR REDUCED 
TO ANY ELECTRONIC MEDIUM OR MACHINE-READABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF 
ELECTRONIC ARTS, 1820 GATEWAY DRIVE, SAN MATEO, CALIFORNIA 94404. 

ELECTRONIC ARTS MAKES NO WARRANTIES, EXPRESS OR IMPLIED, WITH RESPECT TO THIS MANUAL, ITS QUALITY, 
MERCHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THIS MANUAL IS PROVIDED “AS IS.” ELECTRONIC 
ARTS MAKES CERTAIN LIMITED WARRANTIES WITH REGARD TO THE SOFTWARE AND THE MEDIA FOR THE 
SOFTWARE. PLEASE SEE THE ELECTRONIC ARTS LIMITED WARRANTY ENCLOSED WITH THIS PRODUCT. 


© 1987 ELECTRONIC ARTS. ALL RIGHTS RESERVED. 


